


Help/Technical Support
If you have problems installing or operating TrackMania

Original, feel free to contact our technical support services
by e-mail or telephone.

Technical Support: 
E-mail: support@trackmania-lejeu.com

For all Technical Support requests, please provide as much
information as possible concerning the type of problem you
are experiencing, when the problem occurred, and whether
the problem occurs consistently. Please include information
about your computer as well—power (CPU frequency and
RAM), graphics card, DirectX version used, and version of
graphics drivers. For more information about troubleshoo-

ting, please consult the TrackMania Read Me file
(readme.txt) on the CD-ROM’s root directory.

Join the TrackMania community on the Internet for
the latest information, downloading, game forum, and more!

WWWWWW..TTRRAACCKKMMAANNIIAA..CCOOMM
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At the beginning was TrackMania…

Many thanks for acquiring TrackMania Original and joining
the huge community of gamers addicted to TrackMania phe-

nomenon…

Rather than simply re-launching this original, fresh and inno-
vative game as any other budget version, Nadeo had the

great idea to entirely renovate the original version released
in 2003 and to offer more to the community.

Over the years, TrackMania became a top reference video
game thanks to the successful worldwide release of the

highly acclaimed TrackMania Sunrise.

TrackMania Original is taking advantage of TrackMania
Sunrise's fantastic looking graphics engine. All the great

features that made TrackMania Sunrise famous have been
added to TrackMania Original. This enhanced version is

proposing all of the tools included with TrackMania Sunrise
(editor, painter, media tracker...) and the new multiplayer
features. TrackMania even includes "Platform" and Stunt",

two brand new modes. That's not all!!! 
This version includes the Power Up! expansion pack with

more than 100 new construction blocks.

Do not restrict yourself to only play the solo game mode…
Come and visit the official website, download and enjoy

thousands of tracks created by players, download new cars,
skins, and the most important, do not forget to play the

game online.

TrackMania is more than just another video game !!!!
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1 READ BEFORE USING ANY VIDEO GAME

1.1 WARNING ABOUT EPILEPSY

Read this before you or your child use any video game.

Some people are susceptible to epileptic seizures or loss of consciousness when viewing cer-
tain types of blinking lights or other stimuli commonly found in our everyday environment.
These persons are at risk of having a seizure when they look at certain televised images or
when they play video games. Such phenomena can occur even in persons with no medical
history of epilepsy and who have never had an epileptic seizure. If you or a member of your
family has ever shown symptoms related to epilepsy (seizure or loss of consciousness) in the
presence of illuminated stimuli, consult your doctor before use. We advise parents to provi-
de supervision when their children play video games. Stop playing and consult a doctor
immediately if you or your child experience any of the following symptoms: dizziness, vision
problems, eye or muscle spasms, loss of consciousness, disorientation, involuntary move-
ment or convulsions.

Always take the following precautions when playing video games:

. Do not sit or stand too close to the screen.

. Preferably, use video games on a small screen.

. Do not play if you are tired or have not had enough sleep.

. Play in a well-lit area.

. While playing, take ten- to fifteen-minute breaks every hour.

1.2 SOFTWARE PIRACY

Any unauthorized reproduction, in whole or in part, of this product or of registered trade-
marks, constitutes a criminal offense. PIRACY harms legitimate consumers, developers,
publishers and distributors of this product. If you believe that this product is an illegal copy
or if you have information concerning pirated products, please contact our customer service
department.

2 INSTALLING THE GAME

2.1 MINIMUM CONFIGURATION

Note: The following is the minimum configuration for playing TrackMania Original:
Windows 98/2000/ME/XP/XP64
Pentium II 450 MHz 
64 MB RAM
16 MB 3-D accelerator card compatible with DirectX 9
16-bit sound card
4x CD-ROM drive
300 MB available on hard disk
DirectX version 9.0 c (or higher)
56 Kb Modem or higher for Internet games

2.2 RECOMMENDED CONFIGURATION

The following is the recommended configuration for PC:
Windows 98/2000/ME/XP
Pentium IV 1 GHz
256 MB RAM
64 MB 3-D accelerator card compatible with DirectX 9
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2.3 INSTALLING TRACKMANIA ORIGINAL

To install TrackMania Original, insert the CD ROM into your drive and follow the instructions
on the screen.
If no window appears when you put the CD-ROM into your drive: double-click on the My
Computer icon on your desktop, then double-click on the CD-ROM icon to launch the instal-
ler and follow the instructions given by the installation program.

Once the game has been installed, or when you launch it for the first time, the program will
ask you to restart your computer.

2.4 LAUNCHING TRACKMANIA ORIGINAL

When the game is installed, you are offered a shortcut on the desktop. If you decide to use
it, you can start the game by clicking on the icon displayed on your desktop. Otherwise, click
on your computer’s "Start" button and select “TrackMania Original."

A window appears and you are asked to enter the multiple players code. This code can be
found inside the box or on the back of the manual.

Note: the Multiplayers password can be used only by a single player. Keep it this code in a
safe place so you can play on the Internet. Do not give it to other players.

A network connection test will also be launched and a message will be displayed

If you want to use the data-exchange capabilities to exchange data with other players or
create a game on the Internet, we recommend that you click on “OK.”

If you are using a firewall, a window may appear requesting authorization to proceed. Note
that this operation involves security management for your computer and Nadéo cannot be
held liable for any problems that arise when such authorization is given.

Then the launcher will display:

This allows you to start the game (play), configure it, check for updates or exit without
playing.
Help allows you to see the list of Frequently Asked Questions and to open the directories in
which the game’s files are stored.
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Use the “configuration” window to change the
game’s main settings.
“Performance/quality” allows you quickly and easi-
ly to adjust the quality of the game: choose “fas-
ter” for a smoother display or “nicer” for higher
image quality.

The advanced settings window provides access to
advanced settings (display, audio, network, game,
and paddle controls). You can also use it to resto-
re the default settings.

The “Bench” button detects the best configuration
for your graphics card.

Before the game is played, it automatically detects the best settings for your computer.
However, if your graphics card is not very powerful, we suggest choosing "Faster" for the gra-
phics. The quality will not be as high, but the game will run more smoothly.

3 THE MAIN MENU

3.1 DESCRIPTION OF MAIN MENU ITEMS
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SOLO opens three menus for:

- access to official campaigns created by Nadéo. There are five of these: Race, Platform,
Puzzle, Stunt and Survival mode.
- access to community campaigns created by other players directly in the game; also for
access to the player’s own campaigns created using the editor.
- loading a challenge found on the Internet or a challenge created using the editor.

MULTIPLAYER allows play in three different modes:

- hotseat, for races with up to eight players or for taking turns on a single computer.
- local network
- Internet

PROFILE is used to configure the user profile (first and last names, level of difficulty, avatar,
car selected) and to define settings such as choice of controls.

EDITOR provides access to:

- the tracks editor, used when a player builds his or her own tracks and challenges. Videos
can be incorporated using the Media Tracker.
- the ghost editor, which allows the player to place competitors on the tracks
- the campaigns editor
- the skins editor, used to paint the cars.
- the replay editor, used to review a course or launch rolling demos.

3.2 USING THE MENUS

KEYBOARD:
Use the up and down arrow keys to select text, then press “Enter” to confirm your selection
and move to the next screen. The “Escape” key on your keyboard takes you back to the pre-
vious screen.

MOUSE:
To display the information, simply point at the desired icon or text with the mouse pointer. To
select or confirm a choice, click on the desired icon or text using the left mouse button. To
return to the previous screen, use the “Back” button on the screen.

4 TMO ENVIRONMENTS AND CARS

4.1 SNOW

It is well known that "opposites attract." So it is that the "Snow" environment makes no
bones about combining blocks completely covered with snow or even black ice with track sec-
tions made of "special traction" wood. There are no crash barriers or guard rails. You can build
courses that start from dizzying heights, string together dangerous series of tight turns, and
require the speeding cars to jump from level to level in order to finish with respectable times.
Changes in traction allow the vehicles to take 90° turns at full speed—right before a bobsled-
type turn that will test the nerves of even the best drivers.
Associated Vehicle: Japanese / Pickup
A slow vehicle by nature, all a pickup needs to provide extreme sensations is to pick up speed
by going downhill (or thanks to turbo boosts). This vehicle's large tires provide very arcade-
like traction that allows the vehicle to take almost any turn at full speed—provided it holds
the proper line. You will need to conserve your speed as much as possible if you want to finish
the course without having to get out and push. A word of advice: as long as you don't brake,
you won't lose speed. A simple solution!
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4.2 SPEED

Here we have the flat, sandy expanses of the desert baking under a leaden sun, with rocky
canyons and hills providing terrain suitable for the most extraordinary constructions. Loops,
elevated turns, breathtaking drops and impressive jumps succeed each other at lightning
speed on these ultra-fast courses. Whether at ground level or dizzying heights, the asphalt
roads with guard rails will forgive small trajectory errors, but not driving mistakes!
Associated Vehicle: American / American Car
The American car has good acceleration and powerful brakes, which make its behavior quite
realistic. It excels at full-speed turns, enormous jumps and hard braking. But be careful—its
precisely balanced suspension reacts to the least little bump or abrupt turn. So try to stay on
the road!

A word of advice: You'll lose less speed if you take the turns on two wheels…

4.3 RALLY

Tending mainly to green countryside, the "rally" environment abounds in dirt tracks, wet
asphalt roads, narrow passages, river crossings, and walls dating back to the Middle Ages
enclosing turns that might be long and sweeping or short and sharp. The rally is the prefer-
red environment for fans of speed, sliding, and controlled skids. The winding, hilly roads bor-
dered by enormous meadows or rows of trees are rarely forgiving of driver errors: punish-
ment comes swiftly.
Associated Vehicle: European / Turbo2
Combining extremely powerful acceleration with an impressive top speed, the Turbo2 is a car
with power that needs to be controlled, especially on the slippery courses of the rally envi-
ronment. It is often preferable to brake before a series of curves and negotiate each curve in
a controlled skid, rather than depending on traction. Light taps on the accelerator will be
enough to keep up your speed, then get your vehicle back up to full power quickly.
A word of advice: Don't trust the apparent solidity of those walls from the Middle Ages: the
guard rails along the roads would have a hard time standing up to the high speeds reached
by the Turbo2. 

5 PROFILE

When you launch the game, you will need to enter
your player name (Profile). With the mouse, click on
the space provided for this purpose, type your name,
and confirm by clicking on “OK” or using the “Enter”
key on your keyboard.
The main menu will appear. Go to PROFILE.

5.1 THE PROFILE

You can add another player’s name by clicking on the name of the profile displayed. In this
way, several players can move through the game, each with a separate profile, scores and
progress in Solo mode. Click on “Add,” enter the name of one or more additional players, then
click on “OK.”
Be sure to choose the right profile before you play.
By default, the name of your profile is your last name, but you can change this by clicking on
it, pressing the Backspace key on your keyboard, then typing your new last name.
Finally, select the level of difficulty: Rookie, pro, or champion (see section 6.1.1).
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5.2 AVATARS

An avatar is a small image that you select to represent you in the races.
There are some avatars available in the game. Click on the smiley at the top left
of the screen to see the list. Then click on the avatar of your choice.

It is also possible to add your own avatar to the game by placing the appropriate files in the
GameData>Skins>Avatars directory. Use .dds or .jpg files (128x128 pixels) smaller than 8
KB.
To deactivate the avatars list, click on “Advanced Settings” at the upper right of your screen,
then click on the green box next to “Show avatars.”

5.3 CONFIGURING THE CONTROLS

You can play the game using either the screen interface and your mouse or the keyboard
shortcuts installed by default. To configure and change the keyboard shortcuts in your game,
click on Advanced Settings, then on “Configure driving inputs” Click on the control(s)
displayed, then follow the instructions.
The keyboard shortcuts are listed at the end of this manual.

5.4 THE CARS

TrackMania Original provides 3 models of cars.
Each car can have a different paint job. 

Click on the arrow at the left or the right of the screen to display an enlarged view
of one of the cars in the middle of the screen. Then click on one of the suggested
paint jobs at the bottom of the screen. Repeat for the other two cars.

You can personalize your cars even more by “painting” them yourself. Simply click on Paint,
turn to Chapter 15 “Skin editor” and follow the instructions.

6 TRACKMANIA ORIGINAL IN SOLO MODE

Now you are ready to play!

6.1 OFFICIAL CAMPAIGNS

This menu provides a list of several campaigns, each consisting of some series of challenges
to complete. Challenge series that are based on driving are listed under "Race", those based
on stunts are under “Platform”, and those based on construction under "Puzzle". For
Challenge series that are based on "Free Style," click on "Stunt."  Additionally, special
Challenges are also offered in "Survival Mode." 

These 5 campaigns are described in more detail in the following sections.

To choose one of these campaigns, click on the appropriate button. Then click on the first
series listed to display the list of challenges to complete. Subsequent series will be unlocked
as you win medals.

6.1.1 Medals and Challenges

Each challenge is associated with three time standards to be met to win a bronze, silver or
gold medal. The bronze-medal time is displayed at the right of the screen in the “Scores" win-
dow.
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At the beginning of a series, only one challenge is listed. The others are locked. To unlock the
next challenge, you will have to win a bronze, silver or gold medal, depending on the level of
difficulty you selected (Rookie, pro, champion).

The menu displays your best time and medals won for each challenge played. Another impor-
tant piece of information, your next target time, is shown to the right of the menu.

FYI: once you get the gold medal, you still have the ultimate award to win: the « Nadeo »
medal that you’ll get by having a better score than the author of the challenge.

6.1.2 Coppers

"Coppers" are TrackMania's money. With each medal you win, you receive a certain number
of coppers.

You can use the coppers to buy building blocks so you can build your own tracks (see section
10.1.2).

The more gold medals you win, the more coppers you have! Use them to build the tracks of
your wildest dreams!

6.1.3 Playing a “Race” Challenge

Click on a challenge to launch it.
The countdown begins as soon as the course appears on the screen.
Once you start, drive your vehicle using the arrow keys on the keyboard.

Up arrow: move forward
Right arrow: turn right
Left arrow: turn left
Down arrow: brake

You can start over at any time:
-Press “Enter” to continue the race from the last checkpoint you passed.
-Press “Delete” to go back to the starting line.

As you cross the finish line, your time is recorded and displayed on the screen. Click on “OK.”
Now you have a choice of starting the race over to improve your time even more, recording
a replay or returning to the menu in order to move on to the next challenge (if your time was
good enough to unlock it).

Before clicking on one of these choices, we suggest watching the film of your race, which
plays automatically on your screen. You are sure to see the lines taken by the other racers,
which will give you ideas for optimizing your own driving.

If you start your race over, you will see a "ghost" (a transparent car) on the screen, which
corresponds to your previous best time for the course.

6.1.4 Playing a “Platform” Challenge

Platform courses mean stunts! All you have to do is drive and jump!
The “Enter” key will be very useful to you here. When you miss a jump or a loop, fall into the
ocean or get stuck on a pillar, press “Enter” to return to the last checkpoint you passed.

In this case, the challenge is to finish the race, not with the best time, but having pressed
“Enter” as few times as possible.
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6.1.5 Playing a « Stunt » challenge

Taking part in a  Stunt campaign is pure heaven for lovers of Free Style!
Stunt creates a dangerous mixture of a race, stunts, and style figures to link during the
jumps. To win medals, two rules must be observed:

- the player must reach the end of the track within the allowed time
- and score points by executing figures

Watch out! If you are still on the track when the allowed time runs out, you will be penalized
in two ways: 

- Figures that you execute after the time limit will not win you points.
- You will keep losing points until you cross the finish line. 

Tips on winning points:
- The more time you spend in the air doing figures, the more points you will win.
- You will get a bonus if you land exactly in the axis, or line, of the jump.  
- There is a bigger bonus for landing on the line of the jump without using "air 
control" (steering the car while it is in the air).
- Linking a series of figures will win you even more points.

As soon as you send out a Stunt challenge, you will see the two objectives displayed at the
bottom of your screen:

- Number of points to be won
- Time limit

The points you have won will be displayed at the upper right of your screen.   

6.1.6 Playing a “Puzzle” Challenge

A puzzle challenge is a course with some parts (building blocks)
missing. The goal is to replace the pieces in the right spots so
that the course is complete and you can drive from the start to
the finish as quickly as possible while passing through all the
checkpoints (if any).
Often, there are several possible routes that will get you to the
finish line, but you will have to think a bit to find the optimal
route that makes the best use of each challenge’s blocks and
environment.

The blocks available to build the best route are displayed at the bottom of the
screen.
The number and type of blocks available are limited.
In this example, you have to place two blocks.

To finish a puzzle, you must:
- use the cameras to view the terrain, find the starting line and finish line, and 
determine whether there are any checkpoints.
- Look at the list of available blocks at the bottom of the screen.
- Place the blocks on the terrain to link the starting line and finish while passing
through the checkpoints.
- Drive from the start to the finish to win the medals.

VIEWING THE TERRAIN:

Use the mouse and the Alt key on the keyboard:

- Alt + left mouse button: moves camera horizontally
- Alt + right mouse button: rotates the camera and 
- Alt + mouse scroller: zoom in and out.
- Mouse scroller: moves the camera vertically
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On the screen interface, the equivalent of the Alt key is the button shown at left.
Use the mouse to select the button, then move your mouse on the screen while
holding down the left or right mouse button. The two arrows are the equivalent
of the mouse scroller: use them to zoom in or out.

BUILDING THE PUZZLE:

First, select a building block by clicking on it.
(To learn more about building blocks, see section 10.1.2)
Next, move the building cursor on the screen to the location where the block is to be placed.
To move the cursor horizontally, use either the mouse or the directional arrows on your key-
board.

To move the cursor vertically, use the mouse scroller or the Page Up/Page Down
buttons on the keyboard. You can also use this tool on the screen interface.

To rotate the block before placing it, click on the right mouse button or press the
right Ctrl key on the keyboard.

Place the block either by clicking on the left mouse button or by pressing the space bar on
the keyboard.

To help you build, the building cursors are color-coded. If the cursor is green, you can place
the block; if it is red, you cannot place it as is. Don’t forget that simply rotating the cursor
can sometimes be enough to allow the block to be placed.

Hint: If you are making a straight line or a curve using the same block, hold the
space bar down and press the directional arrows at the same time.
You can also make a straight line quickly by moving your mouse while holding the
left mouse button down. When you release the button, the route will appear on the
terrain.

To erase a poorly positioned block, first select it by pointing at it with the mouse,
then press the Ctrl key. Once the block is selected (the cursor turns blue), you can
erase it by pressing the Delete key. The equivalent of the Ctrl key on the screen
interface is the button shown at left.

You can also use the “bulldozer” to erase! Select this tool in the interface by clic-
king on it. Then point your mouse at the block you want to erase (the cursor will
turn white) and click on the left mouse button. The keyboard shortcut for the
“bulldozer” is “X” on the keyboard.

Finally, to erase all blocks that have been placed, press the Backspace key on the keyboard.

These two buttons can also be very useful for canceling/repeating the last
action(s).

You can save your puzzle at any time, even if it is not finished.

Once you are finished building, press “Enter” to start the race.
Press “Enter” again to start over or “Esc” to return to the editor.
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In this type of challenge, construction and driving cannot be separated: if you build the
“wrong” route, it is impossible to beat the course time. Similarly, the best route will not bring
you victory unless your driving is up to top standards.

As soon as you pass the finish line, your time is recorded and displayed on the screen. Click
on “OK.” You now have the choice of starting the race over to improve your time, returning
to the editor to improve the course, recording a replay or returning to the menu in order to
move on to the next challenge (if your time was good enough to unlock it).

If you start your race over, you will see a "ghost" (a transparent car), which corresponds to
your previous best time for the course.

6.1.7 Survival Mode

In this mode you play against several (1 to 3) com-
petitors.

First, you will need to select one of the two races
highlighted in green (click on one) and play it.

If you survive a race (i.e., you defeat at least one
opponent), you then have the opportunity to choose
the next race you want to try to survive from between
two races chosen at random by the game.

If you defeat two opponents, you get to skip a race (it is as though you had already survived
this race). Click on one of the two suggested races (highlighted in blue); two new races are
then displayed. Select one to continue playing.

On the same principle, if you defeat three opponents, you can skip two races!

When you start playing in this mode, you are at level 1. For each race you win, your level
increases by 1. This is your “current level,” which is displayed at the top left of the screen.
For each race won, you also earn coppers(voir chapitre 4.1.5).

The goal of this mode is to reach the highest level.
Note: If you exit “Survival” mode in the middle of a game, you will go back to level 1.

However, your best level is saved and displayed at the top right of the screen.

The “Back” button allows you to return to the menu and choose the type of challenge you
want to play.

6.2 COMMUNITY CAMPAIGNS

This menu provides direct access to series created by other players in the community. 
- Stay in the game and click on “Check for new campaigns” at the bottom of your
screen. If you are connected to the Internet, the official list of new campaigns 
available to the community will then appear on your screen.
- Or, click on “Custom” and enter the URL of the Internet site where the 
campaigns you want to retrieve is located.

If you are creating a campaign, it will also be displayed here (see section 13).
Finally, this menu is also where you will find a campaign e-mailed to you by a friend, which
you have copied into the Gamedata directory (see section 6.4).
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6.3 SINGLE CHALLENGES

Use this menu to access the list of challenges you have created with the editor (section
10.1), downloaded from the Internet or retrieved via e-mail (see section 6.4). 
To download a challenge, navigate in the window that is displayed by using the classification
tree:

The default display in the window is the word "Campaigns." Click on it to go into the
file tree:  (Campaigns, Nadeo, Original, Series…) and find the list of challlenges.
To display the list without a tree, and go straight to the challenges, click on the
adjoining button.

This button shows that the list is displayed without ranking. 

To go back to the rank-ordered list, click the button again.
To go back in the rank-order hierarchy, click on the adjoining button.

The left window lists the challenges (name, environment and cost in coppers) and the right
window lists their scores. Select one of the challenges to launch it and play in solo mode.

6.4 RETRIEVING A CHALLENGE OR CAMPAIGN

When you retrieve a challenge or campaigns via email or by downloading it from the Internet,
you must copy the files for these challenges into the corresponding folders of Gamedata
directory:
To copy a campaign file:
Gamedata > Tracks > Campaigns > Downloaded

To copy a challenge file:
Gamedata > Tracks > Challenges > Downloaded

If the challenges have ghosts or a video, you must also copy the replays files:
Gamedata > Tracks > Replays > Downloaded

7 TRACKMANIA ORIGINAL IN THE HOTSEAT

From the Multiplayers menu, click on Hotseat.
Hotseat allows up to 8 players to take turns on a single com-
puter.
Decide which course you want to play by clicking on the
white words.

“Mode” allows you to choose the mode for the game:

ROUND (PLAYING IN TURN):

The object of the game is simple: whoever has the best time over the course wins the race.
Players are each allowed a certain number of turns (which you define in the menu).
Players take turns playing a first round on the course. The computer gives the name of the
player who is to start, and that player plays a round. Once that player has finished, the
second person plays, then the third, etc. until all the players have taken their first turn.
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Next, the player who had the worst time plays one or more additional rounds to try to beat
someone else’s time. If this player succeeds, the game asks the player with the new worst
time to play again. Play continues in this way. Once a player has exceeded the number of
turns allowed, that player is eliminated. A gauge at the top left of the screen indicates the
number of rounds remaining to the player.

TIME ATTACK (PLAYING AGAINST THE CLOCK):

The object of the game is the same: the winner is the player with the best time over the cour-
se. This time, the number of turns is not specified, but there is a time limit, which is also
entered via the menu.
By finishing the first round, the first player establishes an initial time. The game then asks
the next player to start. This second player must beat the initial time. The player’s turn conti-
nues as long as this time has not been beaten.
When 8 players are selected, each plays a round so that 8 times are established.
An hourglass timer is shown at the left of the screen for each player, and begins to run when
the player starts a round.
Once a player’s time has run out, that player is eliminated.
The game ends when only one player is left and there is still sand in that player’s hourglass.

Once you have decided to create a course or load an existing one (white challenge button),
choose the number of players, then click on OK at the lower right of the screen.

The game then asks you to select a course to load or to begin building one (see section
10.2).
To download a challenge, navigate in the window that is displayed by using the classification
tree:  

The default display in the window is the word "Campaigns." Click on it to go into the
file tree:  (Campaigns, Nadeo, Original, Series…) and find the list of challlenges.
To display the list without a tree, and go straight to the challenges, click on the
adjoining button.

This button shows that the list is displayed without ranking. 
To go back to the rank-ordered list, click the button again.

To go back in the rank-order hierarchy, click on the adjoining button.

To select one or several challenges, click on the red button found opposite or next
to each challenge.  When succesfully selected a green check mark will appear.   

When you have chosen your challenges, click "OK" at the lower right of your screen.  

Then, choose the players. If the players’ names are already displayed, simply click on them.
To add a name, click on Add.

The game will start automatically and will ask the first player
to begin.
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8 TRACKMANIA ORIGINAL ON THE INTERNET

8.1 RACING MODES

8.1.1 Round

Round mode lets players meet head-to-head on one (or more) course(s) with a set start. All
players start at the same time, and each start marks one round. In this mode, you play a
series of rounds on the same course.
The players all start together. The first player to cross the finish line is awarded 10 points,
the second receives 6 points, then 4, 3, 2 and 1. Once the round time limit has been excee-
ded, the next round begins automatically. The first player to win a certain number of points
(50 is the default) wins the match.
If you are using the alternate rules, the winner receives only one point and the other players
get nothing.

8.1.2 Time Attack

Certainly the most technical of all the modes, Time Attack is similar to solo mode in all
respects. All of the players are racing against the clock on the same track at the same time,
for only a limited amount of time. This type of game is not a race (players start at different
times), but rather an attempt to set a record time! It is possible to return to the starting line
independently of the other players at any time by pressing “Enter,” for example, to perfect
the way a turn is negotiated. One unquestionable advantage of this mode is that the best
times are displayed along with the players' names in real time (Tab key), which only adds to
the pressure! When the clock runs out, the player with the best time wins.

8.1.3 Team

Players are divided into two teams.
Each player plays individually under the rules used in Round mode. At the end of each round,
the points of all team members on the same team are added up. The team with the most
points wins the round and is awarded 1 point.
A player can be added to a team directly from the course using the Escape key on the key-
board.
Note: Team race results are not counted for Internet Rankings.

8.1.4 Laps

Here you are racing on laps courses. There are two ways to play in this mode:
- Number of laps: The first player to complete the specified number of laps wins
the game.
- Time limit: Players must complete the specified number of laps within a certain
time limit. If the time elapses before the players complete the laps, the player 
who has passed the most checkpoints wins.

Note: in this mode, you play only on courses built with the multi laps block (see section
10.3.2).

8.1.5 Stunt

Stunt mode is played like Time Attack: within a given time limit. The difference is that, in
order to win, a player  does not have to make the best time, but rather, to win the most
points.  
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8.2 CREATING AN ONLINE ACCOUNT

To compete against players from all over the world, go to the Multiplayers menu and click on
Internet.
First, you will need to register by creating your online account.
You will be asked to provide some information: enter a login and
password, your country, the large city nearest your location,
and your email address. Click on OK.

8.3 FINDING A GAME

This block of information displays the total number of players connected to the Internet, the
number of games being played, and the number of your buddies who are online.

The List filter allows you to display either the
players or the games.
The Game filter allows you to select the type of
game (All, Time Attack, Round, Team, Laps
and Stunt).

By default, the list is displayed hierarchically (tree) by country and 
city in the center of the screen. To find a list of games or players, click
on a country, then on a city.
To see a non-hierarchical list, click on the button shown at left.

This button indicates that the list is displayed non-hierarchically. To 
return to the list by country/city, click on this button.

To go back when making your selection, click on this button.

The games list displays the following information:
- the game name
- a key indicating whether or not the race is private. (If the race is private, the 
key is activated and you must enter a password in order to join it.)
- the racing mode (Time Attack, Round, Team or Laps).
- the number of players that have already joined the race / the total number of 
players allowed in the race.

Note: You may not join a race for which the maximum number of players has already been
reached.

When the “Players” list is displayed, the information is organized differently and you will also
see a gray or yellow smiley next to each player’s name. The yellow smiley means that the
player is on your buddy list.
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Use the “Advanced” button at the left of the screen to refine your search for games and:

- show only players who are online (this option is activated only
when the list of players is displayed)
- show only games in which your buddies are playing
- hide private games
- hide games that are already full.

To do this, click on the red circle to make the green check mark
appear.

To add a player to your buddy list:

1- Display the list of players at the top of the window.

2- If you know the country and city of the player you are 
adding to your buddy list, change to hierarchical mode.

3- Leave “online only” and “buddies only” in red.

Then look through the tree to find your friend’s country and
city and add this player to your buddy list by clicking on the
blue smiley that appears to the left of the player’s name (nick-
name or login, depending on the Display nickname check
mark). The yellow smiley confirms that the player has been 
added to your buddy list.

By clicking on “show nickname”, you can choose to display either the
login or the nickname of the other players.
“Account” provides access to your online account.
“Online news” displays the latest news.

The Refresh button allows you to update the game information.

8.4 JOINING A GAME

To join a race, click on one of the games or player’s names.

A dialog box will open and provide the following
information about the game you want to join:
- the name of the server (the Server is the game
that is created to host the players),
- the ping (the higher the ping, the better your
connection),
- the race mode

But also:
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- Connected players, their ranking in the ladder, the list of races for the game and their envi-
ronments and duration.
This dialog box is also where you enter the password needed to join a private game.

To enter a race, click on Join.
Alternatively, you can simply be a spectator and observe what is happening on a track.  Check
the list of keyboard shortcuts at the back of the manual to control the camera as a specta-
tor. 

8.5 THE LADDER

The Ladder Button is to the left of the Internet Menu.
The Ladder is the ranking of  Internet players.  If the Ladder is turned on, any race that you
play on the Internet will win you or cost you points that are counted to set your rank among
all the players. 
Each player’s score is calculated taking the following into account:

- your result in the game you have just finished
- the duration of this same game
- your running score in the ranking
- the running scores of the players with whom you have just played (those playing
in official mode only).

In Official Mode your race will be counted for the Ladder.  Turn on Official Mode during a race
with the Escape Key. (see Chapter 8.7.2).
At the end of an official match, a window containing the scores for the ladder ranking is auto-
matically displayed. It shows the points added to or subtracted from each player’s ranking.

Look out! You may not have the choice as to whether or not to turn on Official Mode in order
to count the race for Ladder ranking! 

The creator of a match can:
- Force the Ladder:  the race has Official Mode turned on for all participating players, or 
- Turn off the Ladder:  the race will not count for the Ladder ranking. 

It should be noted that the points will be added when you connect to the Internet.

8.6 CREATING A GAME ON THE INTERNET

From the main Internet menu, click on Create at the lower right.

Set up your game by clicking with your mouse on the white
words:

What is the name of your game? What is the maximum number
of players?
After making these decisions, you must choose the mode: Lap,
Round, Time Attack, Team or Stunt. For each mode you must also

define the conditions for winning the game:
In Team or Round mode, how many points are needed to win a game?
In Time Attack and Stunt mode, how long will the game last?
In Loop Mode, how many laps are required?  What is the time allowed for them?  

Use the “Advanced” button to access more settings:
What is the password (if you want your game to be private)?
Do you want spectator mode access  to be private on your server?  If so, set a password on
the Spectator function. Give it out only to players who should connect as spectators.
How much chat time is authorized between games? (The players can chat during the speci-
fied period). Will you allow your challenges to be downloaded?
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The two parameters "Percent of Vote Required" and "Voting Period" are set up to allow a vote
on any given action proposed by a player during a challenge. For example, all players can
vote together to decide whether to go on to the next race, or to exclude a  badly behaving
player  from the game.
If you type "Vote Required: 60%", for example, this means that 60% of those voting must
approve for the action to take place. 
If you type 1 minute as the "Voting Period,"  players will have 1 minute to vote on an action.  

The "Ladder" parameter allows the creator of a match to:   
Force the Ladder:  the match will be counted in the ladder for all players 
Leave the choice to the individual player: each one will decide whether or not the match will
be counted for the ladder.
Turn off the Ladder:  the race will not be counted toward ladder ranking. 

Once you have finished adjusting your settings, click on OK at the lower right of
your screen to see the list of races you can launch. Click on each race to make a
green check mark appear. You can then launch this series directly from the game
using the Escape key, without returning to the menu.

Click on OK to go directly to the first race. Then you will see other racers join you a
few at a time.

8.7 ON THE COURSE

8.7.1 The Race

Depending on the race mode chosen by the server, once
you arrive on the track you might start immediately (Time
Attack, Stunt) or you may have to wait for the next start
(Round). While you wait, you can watch the current race as
a spectator.
The next start is signaled by the display of the countdown.
Then all you have to do is accelerate (up arrow on key-
board).During the game, messages will be displayed infor-
ming you of events (players joining the game, crossing the
finish line, leaving the game, etc.).

If you go off the track or roll over, you can start from the last checkpoint you passed by pres-
sing the Enter key.
To leave the current race and wait for the next start, press the Delete key. If you are in Round
mode, you become a spectator and must wait for the next start. If you are in Time Attack or
Stunt mode, the next start is immediate.

To see current results, press the Tab key at any time.

If the game is interrupted right in the middle of a race, it is because the creator has
left the game.

8.7.2 The Escape Key

The Escape Key of a player who has joined a race 
The Escape Key of a player who has created a race  
The Escape key on the keyboard opens a dialog box from which seve-
ral options are available:
Click on “official mode” and your race results will then be taken into
account for your Ladder ranking.
To see your Internet Ladder ranking and your score without returning
to the menu, click on Ladder rankings.
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You can also decide to switch to spectator mode. In spectator mode, you are no longer par-
ticipating in the race, and are not reported as a player on the list of games (an eight-player
game with one creator in spectator mode is considered to be a game with a maximum of 7
players).

Look out!  Authorized actions are slightly different for the player who has simply joined a
match (client player) and the player who has created a match (serving player ).

While a serving player can decide, at any time, whether to go on to the next race or re-start
the race in progress, the client player can only ask for a vote of all the players 
to restart a race or go on to the next one.

To see an opponent’s profile, click on Player profile:

This will tell you the other player’s rankings, scores, the number
of points won in the last match, and the total number of official
games won, tied and lost.

Finally, you can add the player to your buddy list by clicking on
“Buddies,” or report abuse by this player.
Note: The “Report Abuse” function should be used sparingly and
only in serious cases.

The serving player can kick out  a player (exclude the player from a match) or banish the
player from all matches for which he or she is the serving player.  A client player can only ask
for a vote to kick out or banish a player.  

Note : if you are the creator of the game, leaving in the middle of the game will interrupt the
game. 

8.7.3 Chatting During the Game

The chat area allows you to talk with the other players during the game.
To display or hide the chat area, press “C” on the keyboard.
To chat, press the space bar.

9 TRACKMANIA ORIGINAL ON A LOCAL NETWORK

Local networks function in the same way as the Internet.
If your PCs are on a network, games that have been created will appear and you can join
them directly.
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10 THE TRACK EDITOR

10.1 GENERAL DESCRIPTION

One of TrackMania’s great advantages is that it allows you to build your own tracks to share
with your friends.
You can create the wildest of rides in any of the game’s three environments (see chapter 4).

To access the track editor, click on “Editor” in the main menu, then on “Track.”

10.1.1 Environments 

First, choose an environment: Snow, Speed, Rallye.
Then, the game asks you to choose a  decoration. Select a surfa-
ce by clicking on one of three boxes.
The surface is defined by the number
of blocks. Then choose an atmosphe-
re (sunrise, midday, or sunset).

10.1.2 Coppers

A number of coppers is displayed for each environment (Snow, Speed and Rally). When you
open the game, you have 1500 coppers for each environment. The more gold medals you win
in each environment, the more coppers you will have.

You spend the coppers when you build your track. The total cost of your
track is displayed at the lower left of the screen. It changes each time you
place a block. One this number equals the total amount of your coppers, you
cannot place any more blocks.

Keep in mind that the blocks use a lot of memory! The more blocks you use on your
track, the harder your PC will have to work. Watch out for tracks that are too expen-
sive, because they will require powerful configurations to work well.
Each challenge shows the number of coppers because this is an excellent perfor-
mance indicator!

10.1.3 Building Blocks
A building block is a piece of road or scenery. By placing these blocks end to end, you can
make tracks.

The design and characteristics of the blocks vary depending on the environment. You will find
chicanes, loops, springboards, elevated turns, and more.

However, each environment contains the following special blocks that are essential for crea-
ting a course:

The start block defines the starting point for the course and the direction of tra-
vel. You may position only one start block on your track.
Color code: green.

The finish block defines the end of the race.
Color code: red.
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The road block is the simplest block, but is certainly the most often used. It is
essential for connecting some of the other blocks.

Checkpoints are points along the route that must be passed, and are important
for preventing cheating and for providing a point where players who are stuck in
one place on the course can reenter the race. You can place several checkpoints
along your route.
Color code: blue.

Note: The blue arrow does not indicate the direction in which players must pass the
checkpoint, but rather the direction they will face when they reappear at the check-
point after pressing “Enter.”

The multi laps block defines the beginning and end of the track, replacing both
the start and finish blocks. Only one is needed for the track to work. The multi
laps block is used to make tracks for games played in “Lap” mode (see section
8.1.4).
Color code: yellow.

Keep in mind that in order to be able to use a multi lap block, you must use at least
one checkpoint. Otherwise, a racer could win simply by passing the starting line,
then reversing to cross it again!

Turbo blocks, or boosters, are another useful kind of block that give the vehicles
a boost to speed things up on a straight stretch or a jump, or make a series of
turns more of a challenge.

10.1.4 The Construction Interface

Before starting to build, familiarize yourself with the interface and tools:

ZONE 1: INDEX OF BLOCKS

This index lists the construction blocks by category.

To navigate in this zone and select blocks, simply click on the icons or use the cor-
responding numbers on the keyboard. To move backward through the hierarchy of
blocks:

- either click on the arrow shown at left, or
- click on the navigation bar using the right mouse button.

The blocks in the index are categorized in the same way from one environment to another:
1. Terrain blocks
2. Road blocks
3. Tunnel blocks
4. Transition blocks used to move from one road to another or to cross elements
of the terrain (mountains, beaches, etc.)
5. Scenery blocks
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Example for the Speed environment:

The blocks used to create the terrain are under tab 1.
Road blocks are under tabs 2 through 4.
Tunnel blocks are under tab 5.
Transition blocks are under tab 6.

To place a block, select it by clicking on it or by
using the corresponding number on the keyboard;
then click with the left mouse button at the loca-
tion on the terrain where you wish to place the
block. You can also place it by pressing the space
bar on the keyboard.

Keep in mind that all of the blocks (except a plain
road block) have clips. You must link blocks that
have the same type of clip or else use transition
blocks, which allow blocks with different types of
clips to be linked.

ZONE 2: TOOL Bar FOR BLOCKS AND CAMERAS

To move the cursor vertically and place a block up high, use the mouse scroller or
the Page Up/Page Down buttons on the keyboard. You can also use this tool on the
screen interface.

To erase a poorly positioned block, first select it by pointing at it with the mouse,
then press the Ctrl key. Once the block is selected (the cursor turns blue), you can
erase it by pressing the Delete key. The equivalent of the Ctrl key on the screen
interface is the button shown at left.

You can also use the “bulldozer” to erase! Select this tool in the interface by clic-
king on it. Then point your mouse at the block you want to erase (the cursor will
turn white) and click on the left mouse button. The keyboard shortcut for the
“bulldozer” is “X” on the keyboard.

These two buttons can also be very useful for canceling/repeating the last
action(s).

Finally, to erase all blocks that have been placed, press the Backspace key on the keyboard.

The “Underground” mode allows you to see beneath the textures so you can see
the tunnels.

These buttons are used to handle the camera.
Click on the magnifying glass with the mouse, then move your mouse on the screen
while holding down the left or right mouse button. The keyboard equivalent for this
tool is the Alt key. The two arrows are the equivalent of the mouse scroller: use
them to zoom in or out.
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ZONE 3: TESTING AND CHALLENGE CONFIGURATION BAR

Test the track (see section 8.2.5).

Validate the track (see section 8.2.5). 

Change the object of the challenge (see section 8.3.1)

Create videos and include them in the challenge (see section 8.3.4)

ZONE 4: CUSTOMIZING THE BLOCKS

Some blocks can be customized: advertising posters, hotels, the various billboards, etc.

Once your course is finished, click on the paint pot at the right of the interface.
All of the blocks that can be customized will be shown in blue on the screen.

Click on one of the blocks.
A list of the available skins will be displayed in a dialog box. Click on the skin of your choice
to place it on the block.
Of course, you can also create your own skins and use them in the game. Simply store your
skins files in the gamedata>skins directory.

ZONE 5: GENERAL CHARACTERISTICS OF THE CHALLENGE

This zone indicates the name of the challenge and its authors.
The time shown is the author's race time.
The number is the cost of the course in coppers.

ZONE 6: QUITTING, SAVING, OPENING HELPERS

The “Helpers” button is found on the Tools menu. It displays the construction grid
showing the terrain where the course will be built. You can also activate/deactivate
the grid using the “?” key on the keyboard.

Return to previous menu

Save

10.2 TRACK EDITOR TUTORIAL: BUILDING YOUR FIRST TRACK

Click on “Editor” in the main menu, then on “Track.”

We suggest that you build your first course in the Speed
environment.
Click on the second image. Then choose a decoration : click
on "30x30"  then on "30x30" "midday" (the middle square).



10.2.1 Drawing the Terrain

After having selected your decoration, you will be here:

This is a large expanse of ground.

Remember, to move with the camera:
Alt + right mouse button = turn the camera
Alt + left mouse button = move the camera on the map.
Alt + mouse scroller: zoom in/out.

Look out!  You cannot move outside the field of play set for
the game. 

Now click on index icon “1” which looks like this. It is found at the bottom of
the screen.
This set of blocks contains:
Block 1, which is ground.
Block 2, which is canyon.
Select block 2 by clicking on it or by pressing “2” on the keyboard.

To place canyons on your map, simply move the cursor over the
ground and the “object cursor”—which will be green—will
appear. When it does, move your mouse while holding down the
left mouse button and draw a rectangle using the “object cur-
sor,” which has now turned blue. Once you are happy with the
size of the rectangle, release the left mouse button. The canyon
will appear, covering the entire area you indicated using the
“object cursor.”

Now select block 1 and place your mouse on any ground that is not a canyon. Then use the
mouse wheel to raise the height of the cursor object , and left-click. This is the way to crea-
te relief: hills, valleys and mountains.
You should know this:  To erase a canyon just select the ground block  (block N° 1)  and trace
a rectangle over the canyon.

10.2.2 Laying Out the Course

Now you are ready to lay out your course on the ground.
To do this, you will need to go backward through the hierarchy of indexed blocks by either

- clicking on the arrow shown at left, or
- clicking on the navigation bar with the right mouse button.

Now you are in the main menu of the block index.

Click on Index 2, and then on Index 1.
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Then select block 1.
Place the cursor on the ground to make the “object cursor” turn green.
Once it is green, hold down the left mouse button, draw a straight line,
and release the button.

Next, starting at the far end of your road, do the same thing but chan-
ge direction.

Another way to make a straight line is to place the road block by holding down the space bar
while using the directional arrow keys.

10.2.3 Placing Special Blocks

To be able to validate your course, you will have to provide a start, a finish, and (optionally)
one or more checkpoints.

To help you build, the building cursors are color-coded. If the cursor is green, you can place
the block; if it is red, you cannot place it as is. It is important to remember that some blocks
must be turned in a specific direction before they can be placed.
To turn a block, press the right control key on the keyboard or use the right mouse button.

To place the block, either use the left mouse button or hold down the space bar on the key-
board.

The list of blocks mentioned above contains:

In 3:
The start block, which is color-coded green. Select it by clicking on it with the mouse, then
place it at one end of the course. Use the right Ctrl key on the keyboard to make sure that
it is facing the right way.

In 4:
The checkpoints, color-coded blue, which force the racers to pass through certain points on
the course in order to finish the race.

In 6:
The finish block, color-coded red, which defines the area where the course ends. Place it at
the other end of the course, ensuring that it is facing the right way.

10.2.4 Adding the Scenery
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The scenery blocks are found in block index 6:

As with road blocks or special blocks, simply click on one of the scenery blocks, then place it
on the terrain by clicking with the left mouse button.

Keep in mind that you can change the height of some scenery blocks, such as the
hotel. Simply turn the mouse scroller to determine the height of the block, then click
with the left mouse button to place it on the terrain.

10.2.5 Testing and Validating the track

While you are building, you can go into driving mode at any time to see whether
your course works well. Click on the interface button shown at left, then use the
mouse to click on the part of the course you would like to test. To return to the 

editor, press Escape.

Once your track is ready and has at least a starting line and a finish line, all you
have to do is validate it by clicking on the interface button shown at left.

The race starts—now all you have to do is finish it!
The time it takes you to finish the race is very impor-
tant, because it determines the time needed to win the
gold, silver and bronze medals (the assignment of a
time to each medal is automatic but can also be chan-
ged manually; see section 10.3.1). 

Once you have finished the race, a menu appears. If
you are not satisfied with your time, start over, other-
wise choose “End Validation.”
If you start over you will see a “ghost” on the track,
which corresponds to your previous best time on the
course.

10.2.6 Saving and Replaying the Course

Now save your challenge by clicking on the diskette icon and naming the course.

Replaying a challenge:

Your challenge is now ready to play!
Go back to the main menu and choose Solo.
Your challenge appears in the “Single challenges” menu.

Sharing a challenge:

Challenges are files located in the game’s challenge directory (Gamedata > tracks > challen-
ges > my challenges).
You can e-mail them to your friends, who can put them in their own TrackMania Original chal-
lenge directory in order to play.
Finally, you can launch your challenge on the Internet or on a local network so that other
players can race with you on your course (see section 8.5 Creating a Game on the Internet).
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10.3 COURSE EDITOR – ADVANCED

10.3.1 Time Standards for Medals

For each course that is created and valida-
ted, the time standards for medals are defi-
ned automatically based on the time it

takes you to finish your own course. However, you
can change these times by clicking on the button
shown at left, then clicking on the times. Note: the
gold medal time cannot be faster than the time pos-
ted by the challenge’s author.

10.3.2 Types of Challenge

By default, the object of the challenge you
create (see the tutorial in section 10.2) is
to race to the finish line within a specified amount of time. When creating your chal-
lenge, you have the option of defining other objectives. To do this, click on the inter-

face button shown at left.

If you click on the word “race” at the top left of the window that opens, you will scroll through
the different types of challenge you can create.

Creating a Platform challenge:
First, build your track and make sure that it contains springboards, loops and elevated turns,
i.e., building blocks that bring out the stunts! Don’t forget to place checkpoints in front of the
most dangerous obstacles.

Test your track and validate it (see section 10.2.5).

Once your course has been built and validated, go to the “challenge type” window
by clicking on the button shown here, then choose “Platform.” Change the objecti-
ves if necessary. Note: in a Platform challenge, the object is to cross the finish line,
not within a given time but in a minimum number of tries.

Creating a Stunt challenge:
A Stunt challenge is a track on which players can make beautiful figures.  
While constructing your track,  think about where to put trampolines, jumps and ramps.
Once your track is built, select "Stunt" as the objective using the same method described
above for "Platform." 

Creating a Puzzle challenge:
Build and test your track, then choose “Puzzle” as the challenge type.
Click on OK to return to the editor.
Now delete some parts of the course (to learn all the ways to remove blocks, see section
10.1.4).

In this example, 3 road blocks and a turn block have been remo-
ved.
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To finish the puzzle, all of the blocks you removed must be added to the supply
of available blocks (at the right of the interface). If you remove 3 road blocks
from your course, you must select the same road block from the block index in

the interface and click at least 3 times on the + of the button shown at left.

Now you must validate your Puzzle challenge. Click on the flag, then build
the puzzle with the blocks available at the bottom of the screen. These icons
show the numbers and types of blocks available.

Once you have finished the puzzle, all that remains is to complete the race. Press Enter.
Start the race and finish the course. If you are not happy with your time, start over; other-
wise, finish the validation.
Once you have returned to the editor, you can refine the time standards for medals, then save
your puzzle. Note: The different challenge types (Race, Platform, Puzzle, etc.) are not stored
in separate directories, so we suggest including “puzzle,” “race,” etc. in the file name.

Creating a Crazy challenge:

Create a small course with only one obstacle.

Test and validate it, then click on the button shown at left.
Choose Crazy as the challenge type.

Save your challenge and name it.
Quit the course editor and open the ghost editor.
Load your challenge and specify the number of opponents desired.
Note: we recommend recording at least 6 opponents. Make sure that not all the opponents
have the same level of skill!

Find below a few rules regarding this Crazy challenge:

When the race starts, you face a dozen opponents alone. All of their cars are identical. The
object of the game is to eliminate them within a certain time.

Each time you finish a round, your worst opponent is eliminated and your car that allowed
you to eliminate the opponent is added to your team at the start of the next race.
Example:
The first time you start, you race alone against 12 opponents. So there are 12 blue cars and
one red car (yours).
If you succeed in eliminating an opponent, then when the second race starts, there will be 11
blue cars and two red cars (the car that defeated your opponent + the car for the second
race).
When you have eliminated one-third of your opponents, you win the bronze medal. When you
have eliminated two-thirds of the opponents, you win the silver medal, and when you have
eliminated the last third, you win the gold medal.

Creating a multi-lap challenge:
The multi lap challenge must be built using the multi lap block.
When you build your track, instead of using a start block and a finish block, place
a multi lap block to mark both the beginning and end of the race.

Keep in mind that to create a multi lap challenge, you must place at least one check-
point.  Otherwise, a racer could win by simply passing the starting line, then rever-
sing to cross it again!

By clicking on this button and choosing Race as the challenge type, you can deter-
mine the number of laps for your challenge.

Multi lap courses are used in Lap mode on the Internet (see section 8.1.4 Lap).
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11 THE MEDIATRACKER

The likes of this tool have never before been seen in a video game!
You may be the player, but the mediatracker will turn you into a director as well.
It allows you to add staging to your courses before, during or after the race by adding texts,
special effects, trails, sound and camera movements.

The mediatracker is incorporated into the course editor.
Before you start, use the editor to create a simple track with, for example, one climb and one
turn.

Once you have drawn, validated and saved your course, open the mediatracker by
clicking on the camera.

11.1 ADDING CLIPS THAT PLAY DURING THE RACE: PART 1

Before beginning the staging of your track,  click on "Register a ghost for
the mediatracker" Play, then  click "End ghost registration."  You will go
back into the course editor.  Click on the Mediatracker camera again, then
click on the "Edit" button opposite "During the Game."  

The track then loads into the mediatracker. If you do not
see it in the viewing window, it is because it is not within
the camera’s field of view. To find it, you will have to move
the camera.

11.1.1 Goal 1: Handle the Camera

Use the directional arrows to move the camera forwards or backwards or turn it to the right
or left.
The Page Up/Page Down keys will raise or lower it.
To turn the camera, move your mouse while holding the right button down.

The purpose of mediatracker is to enliven your course by including short clips that will appear
when you pass certain points on the course.

11.1.2 Goal 2: Insert Text

Step 1. Click on the button shown here, found
to the left of the editor at the bottom of the
screen. 
Click on “Clip” word and rename it, 
for example, “going up!”
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Step 2. Click on the “trigger” button shown at
left in the clip zone.
A cursor (transparent square) will appear on
the course. Move this cursor to the point at

which the point at which the clip is to be triggered. To
move the cursor up or down, use the mouse scroller.
To place the cursor on the course, click with the left
mouse button. The car will also be displayed at this point
on the course.

Note: only one cursor can be placed. To erase a cursor,
simply click on it. Once it is placed, click on the “trigger”
button again.

Step 3. Click on the “add track” button shown here, found in
the “track” area to the right of the “clip” area.
Then you can choose the type of track you want to add.

You can use several types of tracks in a clip: camera move-
ment / camera effects, text, images, a trail, and a special
effect or sound / musics. In this case, we will use text. Click
on Text. You will see the text track appear in the “track” area.

Creation of a text track inserts a block on the time line.  In the mediatracker,
“block” does not mean a building block like those used in the course editor, but
rather a block of time that identifies the beginning and end of the track you are
creating in the clip. It determines how long the event will last.

The text block will appear in green on the timeline. It
consists of 2 keys (the two yellow squares). If you click on
the first key, you will see your car at the point where the
event is to begin (text appears). If you click on the second
key, the car will be displayed at the point where the event
will end (text disappears).

To add or erase a  block, click on the button by the "Block Zone," circled on the
image below.  

Step 4. Clicking on the block brings up several options at the left of
the screen:

Next to “Track Text,” write the text that you want to display on the
screen. Press Enter on the keyboard to make the text visible on the
screen.

Here is a description of the other options, although you will not be
using them at the moment:
- Block Start: the time between the triggering of the event and the

appearance of the text (or other item) on the screen. (This has nothing to do with the race
time; it is a separate time for the block.) In our case here, we will leave this as 0 so that our
text will appear as soon as the event is triggered. This time corresponds to the first key on
the timeline.
- Block End: this is the event’s duration. The default value is 3 seconds. This time cor-
responds to the second key on the timeline.
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- Keep Playing: if “Keep Playing” is checked, the event defined at the end of the block will
continue indefinitely.
- PosX, PosY: these are values that can be entered manually. They determine the position of
the text when it appears and when it disappears. You can also move the text on the screen
by clicking with the right mouse button.
Click on the first key, then position your text: the text will appear at this point.
Click on the second key, then position your text: it will disappear at this point.
- Rot : rotate the text
- ScaleX and ScaleY: enlarge and/or reduce the size of the letters (width and height)
- Opacity: moving the slide control all the way to the left will make the text invisible; moving
it all the way to the right will make the text completely opaque.
- Color: controls the font color of your text.

Step 5. Now, to see the mediatracker’s magic at work, click on the “preview clip-
group” button shown at left, which is found at the top of the screen. Your author’s
medal race will start to play and the text will appear.

To back up, click on the
“preview clipgroup”
button again.

You can save your challenge at any time by clicking on the diskette at the top of
the screen.

11.1.3 Goal 3: Place a Camera

Create a second clip by following step 1 as described above. Then add a trigger (step 2) at
another point on the course where you would like to change the camera view.
Place your trigger carefully, and don’t forget to use the mouse scroller.
Note: the second trigger must be placed after the end of the first clip.
Once the trigger has been placed, click on the “trigger” icon again.

Now add a track to your clip (step 3). Choose “Camera”:

For now, choose “Camera game.”

Select the block to bring up the options at the left of the screen.
Define the duration of this event using the “Block End” button. Here, we
will use 6 seconds. Click on one of the arrows next to “Camera” and
select, for example, the Top camera. “Target” means that the camera will
always be pointing at your car.

Click on the “preview clipgroup” button to see 
the change in camera angle on your course.

To see the replay without the interface, press the Tab key. Press Tab again
to return to the interface, then press the “preview clipgroup” button.
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11.1.4 Goal 4: Add a Trail Behind the Car

The goal here is to add a second track to the clip you just created.

In the Clip area, select Camera. Note: be sure not to click on the text because the selection
will not work.
In the clip called Camera, there is only one track: the camera track. Now we will add a second
track called “trail.”

In the track area, add a track by clicking on the “Add Track” button shown at left.
Then choose “Trails” in the dialog box.

The block time of the trail will be displayed on its own time line just above the camera time
line.
By default, the trail is displayed for 3 seconds. If you want it to last longer, click on the second
key and move it to the right using the mouse. The block itself can also be moved toward the
end of the time line: click on the block and move it to the right using the mouse.

Finally, click on the “preview clipgroup” button. The video will play and you will see:
1- your text appear and disappear,
2- the camera angle change, and
3- the trail appear.

Did it work? Congratulations! Now try again until you have completely mastered this first
mediatracker lesson. Then we will add even more to your creative staging.

Click on Exit at the upper left of the screen to return to the course editor.

11.2 ADDING CLIPS THAT PLAY DURING THE RACE: PART 2

To add a special blur effect (fx blur), color effect (fx colors), a dissolve, or sound and images
to your course, use the same procedure as you would to add a text, camera or trail.
In the same way, youcan also control the volume of a music track.   

11.2.1 Add a Color Special Effect

Make things look old with sepia, show acceleration by a color change, create a psychedelic
sky… Anything is possible !

After creating your clip and adding a trigger on the course, create a color effect track.

Now add a block to your track.

Click on the block on the time line to display the options table at the left of the screen. This
will allow you to set up completely customized colors, for example, by changing the tint.
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The intensity slide control adjusts the intensity of
your effect. If you set it all the way to the left, there
will be no effect. To show the effect, move the sli-
der to the right.
Color changes will affect the entire image by
default.
Click on “near” to cause “far” to appear.
Move the “blendZ” slide control to the right to acti-
vate the background, then choose the distance at
which your background (“far”) begins.

11.2.2 Add a Blur Special Effect

After creating your clip and adding a trigger on the course, create a blur effect track.

Now add a block to your track.
Here, you can add two types of blur: the distance blur related to
the depth of field, and the blur related to speed.
The result is a film worthy of the movies!

Blurring due to motion is the simplest. There are no parameters to pro-
vide except the desired duration of the blur. The color code on the time
line is yellow. There is no key, so you must enter the start time and dura-
tion using the tools at the left of the screen.

The distance blur controls the focal point.
By default, the focal point is on the car and you can simply modify its
intensity.
If you want to go to manual mode, check “Force focus” and define the
focal distance.

11.2.3 Add a special effect : « Transition Fade»

This special effect lets you make a dissolve transition from one scene to
another in your video. Click on the first key in the "Transition fade" dialog
box  on the time-line. Then choose a color in the color picker  at the left of
the screen.  Leave the opacity slider all the way to the right.  Then click on
the second key, and slide the opacity button all the way to the left.  

11.2.4 Add a Sound

After creating your clip and adding a trigger on the course, create a
sound track.
Now add a block to your track.
Click on the block on the time line to display the options table at the
left of the screen. By clicking on the yellow button, you can choose

one of the sounds that you have registered in the "gamedata" database for this game.
There are only two things to adjust: volume and balance (sound from the right, left, or both
speakers). You can also set the sound to repeat and choose the number of repetitions.
Tip: Tthe database of sounds is found in:
Gamedata > skins > mediatracker > sounds.
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11.2.5 Add a sign, graphic image, or photo

Just as you do for sounds, you can add images into your video.  In the same way that you
created the sound track, create an image track. Then click on the yellow button of the
"Options" block to open the dialog box which will let you choose an image.  To be retrieved
by the mediatracker, your images must be first registered in the Gamedata for your game fol-
lowing the path: 
Gamedata > skins > mediatracker > images.

An image  can be made to appear at one place on the track, then disappear at another. To
set these points on your screen, use your right mouse button. This is done in the same way
as you insert text.  

11.2.6 Camera shake

Chapter 11.1.3, explains how to integrate camera movements into a track.  You can choose
a "camera shake" effect to add excitement at points where you need it.  Be sparing in the use
of this effect:  camera shake should not last very long.  Use intensity and speed options to
modulate the camera shake.  

11.3 CREATING A VIDEO TO INTRODUCE THE COURSE

From the course editor open the mediatracker, then click on Edit intro.

In this case, the goal is to create a short video to introduce your cour-
se to the players before the start of the race. The car remains at the
starting line and there is no interaction with certain sections of the
course. There is no trigger. You need only one clip in which you will
create tracks.

Create a track, then choose Camera.
Next, create a block by clicking on Custom Camera.

Inserting keys:
For nice camera movements between the foreground (“near”) and
the background (“far”) of your film, you will need to add keys to the
time line.

To insert a key, move the red time slider along the time
line while moving the mouse with the left mouse but-
ton held down.

Then click on the Insert Key button in the key area. A small yellow square will
appear on the time line.

For each key, determine a camera position on the course:

Select the first key by clicking on it. It will turn white.
Now move the camera on your course:
Use the directional arrows to move the camera forwards or backwards or turn it to the right
or left. Note: if your car is selected as the target (see table of options below), then the right
and left arrows will make the camera move around the vehicle. The Page Up/Page Down keys
will raise or lower the camera. To turn it, move your mouse while holding the right button
down. Note: this function works only if “none” is indicated as the target.
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These 4 buttons at the top of the screen are used to fine-tune the set-
tings on your camera. By clicking on the first or second button, you will
see that your camera moves forwards, backwards, up or down more or

less quickly. The following two buttons allow you to reset the camera to zero.
Once you are satisfied with the camera position for the first key, click on the second
key. Positions are saved automatically. Repeat the same process for each key.

If you cannot see all of your keys on the time line, it is because the entire time line
does not appear on the screen. To display the entire time line, click on the button
shown here. You can also resize your time line by holding down the Alt key and the
right mouse button.

The list of options for customizing the camera is displayed at the left of the screen:

Target allows you to aim the camera at the car. You can leave
your car as the target for the beginning of the video, but for
subsequent keys you must choose “none” in order to be able to
move the camera freely.
If “Anchor” is checked, the camera will move with the car. In a
video used as an intro, the car remains at the starting line, so
the “Anchor” button should be left as “None”.

“Hermite” smoothes the camera’s motion along its trajectory.

Once you have placed your cameras, use the time line buttons to view
the camera trajectory.

You can save your challenge at any time by clicking on the diskette.
You can also use this series of buttons to return to the course editor.

Finally, for the real experts, the last two buttons allow you to import or export clips that you
have created and want to reuse on other courses.
Use the Ctrl key + right mouse button in “trigger” mode to define the import/export refe-
rence.

11.4 CREATING A VIDEO FOR THE END THE RACE

This part of the mediatracker works exactly like the mediatracker for clips played during the
race. This is certainly the place where you can be the most creative, since clips played during
the race have to be kept reasonable! Of course, the effects you add should not decrease the
playability of your course.

Now, back to work—all you need is a little practice to become the best video game director!

12 THE GHOST EDITOR

A ghost is a digital opponent. It makes the game more of a challenge—its presence is much
more nerve-wracking than a mere clock, because it can catch up to you at any time!
When you play a course for the second time, you will see a ghost, which corresponds to your
previous best time on the course.
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In TrackMania Original, you can add opponents to the courses you create.

You can create 4 opponents or 7, and you must run each of them through the course to crea-
te a trajectory that will establish a time and a medal ranking.

In the Editors menu, select Ghost editor, then click on the course to which you want to add
opponents.
A menu is then displayed, allowing you to record the trajectory of the first opponent (the fas-
test).

You have a choice of either using the ghost corresponding to the course author’s time, or
trying to record a faster time than the author’s. If you decide to use the existing ghost, click
on “Use this Ghost.”

Then a second menu will appear so you can record the second opponent. This menu will indi-
cate the upper and lower time limits for the second ghost’s trajectory.

Click on “Record a new Ghost” and start the race. If you are too slow or too fast, the game
will tell you and you must re-start the race. If your time is within the indicated limits, you can
save this time for the second opponent and move on to the third opponent.

Proceed in the same way until all (4 or 7) of the opponents have been recorded.

This menu shows the directory to which the file was saved. If you want to include the oppo-
nents when you share your challenge, you will need this information (see Chapter 13 The
Campaign Editor).

13 THE CAMPAIGN EDITOR

A campaign is a succession of challenge series.
Nadéo has created some campaigns for you to play, and you can also retrieve campaigns
created by other players (see section 6.4).
Now it is your turn to suggest new challenges to the community!

In the main menu, click on “Editors,” then on “Campaign Editor.”
Now click on “New Campaign.”
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At the top of the screen, name your cam-
paign.
Add series by clicking on “Add” at the left
of the window. Rename your series by
clicking on them and changing their
names at the top right.
Then select a series and click on Add at
the lower right to link the challenges to
this series.

To choose the challenges, navigate in the menu by clicking on the files
displayed. 

To go backwards through the hierarchy, click on the arrow shown at left.

To select a challenge, click on it to make the green check mark appear. Once
you have made your selection, click on OK.

Finally, save your campaign. You can find it again later in the Solo, Shared Campaigns file.

To place your campaign on the server so that other players can find it directly from the game,
follow these instructions:
1. For each campaign, retrieve all of the following files from your game’s gamedata > Tracks
folder:

a. The campaign file in the Campaigns > my campaigns folder.
b. The challenge files in the Challenges > my challenges folder.
c. The replays files (ghosts and videos) in the Replays > created ghosts and my
replays folders (only if you have used ghosts and videos in your challenges).

2. Zip all of these files.

3. Offer your campaign to the leader of your community by sending your zipped file via e-
mail. If the campaign is suitable, the leader will see that it is placed on the game server.

For more information about the communities, go to www.trackmania.com 

You can also simply e-mail your campaign file to your friends.

14 THE REPLAYS EDITOR

Open the Replays editor from the Editors menu.
Then display a challenge replay that you have already saved.
Click on it to make a green check mark appear, then click on OK at
the bottom right of the screen.
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A dialog box will offer several options:

- “Edit” allows you to set up your replay, change camera views, and add text, special effects
and sounds. The Replay editor works like the mediatracker (see Chapter 11)

- “Validate” allows competition organizers to verify that the replay sent by the players is
authentic and that there has been no cheating.

- “Export Replay to Validate” generates a replay that contains only the information neces-
sary for validation (in the context of competitions).

- “Play” lets you play the replay and compete against the recorded car.

- “Bench” shows the performance statistics.

- To make a video from your replay, click on “Shoot video” and define the resolution in the
window that opens. If you are a novice, leave the resolution that is already displayed.
Audio stream allows you to record the replay’s sound or not.

Click on OK.

A new window then appears, asking you to choose your video’s com-
pression format. Click on OK.
Then the video will be recorded and a message will tell you the direc-
tory in which your video file is saved.

15 SKIN EDITOR

TrackMania Original provides 3 cars and a selection of paint jobs for each of them.
You can create your own paint jobs using the “skins editor.”

TrackMania Original’s three cars are displayed at the top left of the screen.
Select one of the cars by clicking on it, then click on Paint.

Now you are in the paint shop, alone with your machine!
Use the mouse scroller to zoom in or out. You can also move the camera around the car by
moving the mouse while holding down the right mouse button.

Four icons are available at the left of the toolbar:

1- Repaint entire car 2- Place an image on the paint job

3- Apply stickers 4- Airbrush
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15.1 REPAINTING THE ENTIRE CAR

Click on icon 1.

And use the color chart to the right of the interface. The pipette has two
functions, which you can activate by clicking on it:
When the pipette is gray, it works like a paintbrush: click on the color chart
to display a color. The selected color will be automatically applied to the car.
You can also make your own color palette using the squares available under
the color chart. Click on the color chart to display a color, then click again
with the left button on one of the squares while holding down the Ctrl key

on the keyboard. When the pipette is white, you can click on the car to find the current color
on the color chart.

FYI: you can add your own paint files to the game’s Gamedata directory.

15.2 PLACING IMAGES

Click on icon 2, then on one of the images. Define the
sheen, then click on the car to apply the image.

15.3 APPLYING STICKERS

Click on icon 3, then on one of the images.

Before applying stickers, note the following useful options and keyboard shortcuts:

Turn image to the left: S / Alt + mouse scroller down
Turn image to the right: S / Alt + mouse scroller up
Rotate 90° to the right: R
Rotate 90° to the left: Z
Enlarge image: E 
Reduce image: D
Align image to model: X or C / Alt + right mouse button
Help: H

The interface also provides the following tools:

Make sticker symmetrical.

Define transparency, scale and sheen.

Once you are happy with your sticker, simply apply it to the desi-
red location by clicking on the left mouse button.

To apply a text:

Click on “Enter text” at the top of the toolbar to the right. A small cur-
sor will appear; delete the existing text and enter your own. Next, click
on the small green arrow (framed in yellow).
You can change the color of your text by using the color palette.
Now all you have to do is place your text on the car by clicking on the
left mouse button.

The tools and keyboard shortcuts described above also work for text.
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15.4 PAINTING WITH THE AIRBRUSH

Click on icon 4, then on one of the
images.

The tools and keyboard shortcuts are the same as for applying stickers.

Finally, save your paint job by clicking on the diskette on the tool bar at the lower
left of the screen, and give it a name.
Now quit the editor. You can find your paint job in the Profile menu.

16 KEYBOARD SHORTCUTS
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In the Game

Driving
Directional arrows: steer / brake
Enter: start / reposition
Delete: restart the race
Escape: return to menu

Cameras
1: external view, wide-angle
2: external view, closeup
3: internal view
4: anchor view
5: Top view
6: external view wide-angle 2
7: free view
8: far fixed view
9: close fixed view
F10: Screenshot

Multiplayers
Space bar: chat
C: open/close chat window
Tab key: show scores
² : show/hide car names

Ctrl + keys 2, 3 …9: In spectator mode with
full camera control. 
Keys 1, 2, 3….9: return to the preset came-
ra position.  

Other
0: sound horn
F10: screen shot
S: save the replay
* : display/hide interface

In the Editor

Mouse Operations
Normal Mode
Left button: place a block (hold down for
roads)
Right button: turn the block clockwise

Scroller: raise/lower the cursor

Freelook Mode
Left button held down: pan
Right button: turn the camera
Scroller: zoom in/out

Test Mode
Left button: launch race mode at the posi-
tion and in the direction of the cursor
Right button: turn the start direction
Scroller: raise/lower the cursor

Navigating through the hierarchy of blocks
Left button: select an icon
Right button: go back one level in the hie-
rarchy
Keyboard Operations
Arrows: move the cursor
Space bar: place a block (hold down for
roads)
Page Up/Page Down: raise/lower the cursor
Right Ctrl key: turn the block clockwise
Delete: delete the block(s) under the cursor
Num 2/4/6/8: move the camera
Backspace: delete all the blocks
Enter: change to race mode at the position
of the cursor and in the direction of the
camera
Escape: quit the editor
U: undo the last change
R: redo the last change that was undone
S: save the challenge
, : activate/deactivate helpers

Navigating through the hierarchy of blocks
1-9: choose the corresponding icon
² : go back one level in the hierarchy

Shortcuts for the modes
Left Alt key: freelook mode
X: eraser mode
W: underground mode
Left Ctrl key: selection mode
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In the Paint Shop

*Mouse:
Right button + Movement: move camera
Scroller: zoom in/out
Middle button (scroller) + up or down: chan-
ge camera’s FOV (field of vision)
Left button: repaint entire car – apply a
layer to the car – paint an image on the car.
Note: the mouse cursor must be on the car,
except in Brush mode.
*Keyboard
Rotating the image:
R: rotate one quarter turn clockwise
F: rotate clockwise
Z: rotate one quarter turn counterclockwise
S: rotate counterclockwise
X or C: align the image. In brush mode, the
image angle will be reset to zero, i.e., the
top of the image will point toward the top of
the screen. In sticker mode, the image will
automatically align with the closest axis of
the car (e.g., horizontal, vertical).

Scaling the image:
E: enlarge image
D: reduce image
Misc.:
H : help
*Keyboard + mouse:
Rotating the image:
Alt key + mouse scroller: change image
angle
Alt key + right mouse button: align image

Scaling the image:
Ctrl key + mouse scroller: change image
size
Ctrl key + right mouse button: assign a
default value for image size

In the Mediatracker

Ctrl + Page Up/Page Down: raise/lower the
“trigger” cursor.
Ctrl + left click: places the trigger cursor on
the block at which the mouse is pointing.

Tab: display/hide interface
F10: screen shot

Ctrl + up/down arrows: place the camera’s
target on the Z axis with respect to the car.
Ctrl + right/left arrows: place the camera’s
target on the X axis with respect to the car.
Ctrl + Page Up/Page Down: place the came-
ra’s target on the Y axis with respect to the
car.

Ctrl + Enter: aim the camera at the car
again.

Ctrl + C : Copy a block.
Ctrl + V : Paste a block. 

Camera control:
Mouse wheel: Change field of view. 
Hold the right mouse button down while
moving the mouse:  Change camera angle. 
Direction arrows: Move the camera from
side to side, back or ahead (like driving the
car).
Page up / page down: raise / lower the
camera

To control image / text blocks:
Hold the right mouse button down while
moving the mouse: change text / image
position.
Press Alt key while holding right mouse but-
ton down and  moving the mouse:  Change
font size of text/ size of the image
Press Alt key while holding the middle
mouse button down (or pressing the mouse
wheel): rotates the image or the text.
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Development

Managing:
Florent Castelnérac

Game programming
Olivier Torreilles

Programming :
Xavier Bouchoux

David Fallot
Jean-Sébastien Luce

Damien Quilot
Nicolas Maurer
Clément Viguier

Additionnal programming
Pierre Augeard
Michaël Ribaud

Gérald Grosrenaud

Graphics:
François-Xavier Delmotte

Stéphane Sommer

Additionnal graphics :
François Berthemet 
Stephen Magnardi

Level building
Quentin Beherec

Music and sound design:
Henri-Pierre Pellegrin

Assistants:
Alexandra Hitter

Christophe Latour

Production

Production:
Pascal Hérold

Adrienne Péchère

Production assistants:
Emmanuel Dexet
Thomas Jobert

FOCUS HOME INTERACTIVE

Da Boss
Cédric Lagarrigue

Ze Schumi Brozers
Luc Heninger

Sébastien Pensivy

PR Pilot
Marie caroline Le Vacon 

International Driver
Damien Mauric

Technical Drivers
Jean Michel « JMSH » Hellendorff 

François Weytens
Jean-joseph Garcia

Focus Sport Team
John Bert

Aline Janzekovic
Yohan Antoine

Trainee
Grégory Haras
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The current Eula that the user must agree to
before installing Trackmania Original:

END USER LICENSE AND WARRANTY AGREE-
MENT ISSUED BY FOCUS HOME INTERACTIVE
BENELUX SA.

YOU SHOULD CAREFULLY READ THE FOLLO-
WING END USER LICENSE AND WARRANTY
AGREEMENT BEFORE INSTALLING THIS
SOFTWARE PROGRAM. IF YOU DO NOT
AGREE WITH THE TERMS OF THIS AGREE-
MENT, YOU MAY NOT INSTALL THE SOFTWA-
RE AND MUST IMMEDIATELY RETURN IT FOR
A REFUND FROM WHERE ORIGINALLY PUR-
CHASED.

This software program, any printed materials,
any on-line or electronic documentation, and
any and all copies and derivative works of
such software program and materials (the
"Program") are the copyrighted work of Focus
Home Interactive; its subsidiaries, licensors
and/or its suppliers. All use of the Program is
governed by the terms of the End User
License and Warranty Agreement that is pro-
vided below ("License Agreement"). The
Program is solely for use by end users accor-
ding to the terms of the License Agreement.
Any use, reproduction or redistribution of the
Program not in accordance with the terms of
the License Agreement is expressly prohibi-
ted.

1. Limited Use License. Focus Home
Interactive, hereby grants, and by installing
the Program you thereby accept, a limited,
non-exclusive license and right to install and
use one (1) copy of the Program for your use
on either a home or portable computer. You
may not network the Program or otherwise
install it or use it on more than one computer
at a time. The Program is licensed, not sold.
Your license confers no title or ownership in
the Program.

2. Ownership. All title, ownership rights and
intellectual property rights in and to the
Program and any and all copies thereof (inclu-
ding but not limited to any titles, computer
code, themes, objects, characters, character
names, stories, text, dialog, catch phrases,
locations, concepts, artwork, animations,
sounds, musical compositions, audio-visual
effects, methods of operation, moral rights,
any related documentation, and "applets"
incorporated into the Program) are owned by
Focus Home Interactive or its licensors. The
Program is protected by the copyright laws of
all countries on the Earth, international copy-
right treaties and conventions and other laws.
All rights are reserved. The Program may

contain certain licensed materials and Focus
Home Interactive licensors may act to protect
their rights in the event of any violation of this
Agreement.

3. Responsibilities of End User.
Subject to the grant of license herein above,
you may not, in whole or in part, copy, photo-
copy, reproduce, translate, reverse engineer,
derive source code from, modify, disassem-
ble, decompile, or create derivative works
based on the Program, or remove any pro-
prietary notices or labels on the Program
without the prior consent, in writing, of Focus
Home Interactive.
The Program is licensed to you as a single pro-
duct. Its component parts may not be separa-
ted for use on more than one computer. 
You are entitled to use the Program for your
own use, but you are not entitled to: 
- sell or transfer reproductions of the Program
to other parties in any way, nor to rent, lease
or license the Program to others without the
prior written consent of Focus Home
Interactive ; or
- exploit the Program or any of its parts for
any commercial purpose including, but not
limited to, use at a cyber or internet cafe or
any other location-based site. Focus Home
Interactive may offer a separate Site License
Agreement to permit you to make the
Program available for commercial use;
contact Focus Home Interactive for details.
You must back-up to another secure location,
on a regular basis, any data files concerning
your use of the Program as Focus Home
Interactive has no liability for lost or corrup-
ted data.

4. Program Transfer. You may permanently
transfer all of your rights under this License
Agreement, provided the recipient agrees to
the terms of this License Agreement and you
agree to remove the Program from your home
or portable computer.

5. Termination. This License Agreement is
effective until terminated. You may terminate
the License Agreement at any time by des-
troying the Program. Focus Home Interactive
may, at its discretion, terminate this License
Agreement in the event that you fail to com-
ply with the terms and conditions contained
herein. In such event, you must immediately
destroy the Program.

6. Export Controls. The Program may not be
re-exported, downloaded or otherwise expor-
ted into (or to a national or resident of) any
country to which this country has an embargo
in force.
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7. Limited Warranty. FOCUS HOME INTERAC-
TIVE EXPRESSLY DISCLAIMS ANY WARRANTY
FOR THE PROGRAM AND MANUAL(S). THE
PROGRAM AND MANUAL(S) ARE PROVIDED
"AS IS" WITHOUT WARRANTY OF ANY KIND,
EITHER EXPRESS OR IMPLIED, INCLUDING,
WITHOUT LIMITATION, THE IMPLIED WAR-
RANTIES OF MERCHANTABILITY, FITNESS
FOR A PARTICULAR PURPOSE, OR NONIN-
FRINGEMENT. The entire risk arising out of
use or performance of the Program and
Manual(s) remains with you, however Focus
Home Interactive warrants up to and inclu-
ding 90 days from the date of your purchase
of the Program that the master disk on which
the Program is furnished shall be free from
defects in material and workmanship. In the
event that the master disk proves to be defec-
tive during that time period, and upon pre-
sentation to Focus Home Interactive of proof
of purchase of the defective Program, Focus
Home Interactive will at its option; 1) correct
any defect, 2) provide you with a product of
equal or lesser value, or 3) refund your
money. 

8. Limitation of Liability. NEITHER FOCUS
HOME INTERACTIVE , ITS PARENT, SUBSI-
DIARIES, AFFILIATES OR LICENSORS SHALL
BE LIABLE IN ANY WAY FOR LOSS OR DAMA-
GE OF ANY KIND RESULTING FROM THE USE
OF THE PROGRAM INCLUDING, BUT NOT
LIMITED TO, LOSS OF GOODWILL, WORK
STOPPAGE, COMPUTER FAILURE OR MAL-
FUNCTION, OR ANY AND ALL OTHER COM-
MERCIAL DAMAGES OR LOSSES.

9. Equitable Remedies. You hereby agree that
Focus Home Interactive would be irreparably
damaged if the terms of this License
Agreement were not specifically enforced, and
therefore you agree that Focus Home
Interactive shall be entitled, without bond,
other security, or proof of damages, to appro-
priate equitable remedies with respect to
breaches of this License Agreement, in addi-
tion to such other remedies as Focus Home
Interactive may otherwise have available to it
under applicable laws.

10. This License Agreement may be amen-
ded, altered or modified only by an instru-
ment in writing specifying such amendment,
alteration or modification, which is executed
by both parties. In the event that any provi-
sion of this License Agreement shall be held
by a court or other tribunal of competent
jurisdiction to be unenforceable, such provi-
sion will be enforced to the maximum extent
permissible and the remaining portions of this
License Agreement shall remain in full force
and effect. 

11. APPLICABLE LAW. If you acquired this
Program in the United States, this LICENSE
AGREEMENT is governed by the laws of the
State of Pennsylvania. If you acquired this
Program in Canada, unless expressly prohibi-
ted by local law, this LICENSE AGREEMENT is
governed by the laws in force in the Province
of Ontario, Canada; and, in respect of any
dispute which may arise hereunder; you
consent to the jurisdiction of the federal and
provincial courts sitting in Toronto, Ontario. If
you acquired this Program in the European
Union, Iceland, Norway or Switzerland, then
local law will apply. If you acquired this
Program in any other country, then local law
will apply.

You hereby acknowledge that you have read
and understand the foregoing License
Agreement and agree that the action of instal-
ling the Program is an acknowledgment of
your agreement to be bound by the terms and
conditions of the License Agreement contai-
ned herein. You also acknowledge and agree
that this License Agreement is the complete
and exclusive statement of the agreement
between Focus Home Interactive and you and
that the License Agreement supersedes any
prior or contemporaneous agreement, either
oral or written, and any other communica-
tions between Focus Home Interactive and
you, including any inconsistent written license
agreement accompanying the Program.

© 2005 Focus Home Interactive and NADEO.
All rights reserved. Nadeo, the Nadeo logo,
TrackMania Original and TrackMania Original
logo are either registered trademarks or tra-

demarks of Nadeo in the US and/or UK
and/or other countries.

All other trademarks are property of their
respectives owners. 

NOT FOR RENTAL PURPOSES. 

© Copyright 2005 Acrobat® Reader© Adobe
System incorporated. All rights reserved.
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Controls

Driving
Directional arrows: steer / brake
Enter: start / reposition
Delete: restart the race
Escape: return to menu

Cameras
1: external view, wide-angle
2: external view, closeup
3: internal view
7: free view
8: far fixed view

Multiplayers
Space bar: chat
C: open/close chat window
Tab key: show scores
² : show/hide car names

Other
0: sound horn
F10: screen shot
S: save the replay
* : display/hide interface

www.trackmania.com


